I had similar problems with my i5 4690k and gtx 980 when I started. The problem is not with your hardware or drivers, but the UE3 texture streaming system. There's two things I did to address stuttering. First set everything up the way you want it to be, with whatever visual features you want and the texture quality that you want. Make sure "One Frame Interval" is set to true, it's under Video>Advanced, all the way at the bottom.
Next, find your config file. It should be here: C:\Users\ your user name here\Documents\My Games\UnrealEngine3\ShooterGame\Config\ShooterEngine.ini
If you open up the run dialogue you can dump this in there to open it up:
	%UserProfile%\Documents\My Games\UnrealEngine3\ShooterGame\Config\
Pop open ShooterEngine.ini with any text editor and search for "TextureGroup". You should find several lines that look something like this:
	TEXTUREGROUP_World=(MinLODSize=256,MaxLODSize=256,LODBias=0)
	TEXTUREGROUP_WorldNormalMap=(MinLODSize=256,MaxLODSize=256,LODBias=0)
	TEXTUREGROUP_WorldSpecular=(MinLODSize=256,MaxLODSize=256,LODBias=0)
	TEXTUREGROUP_Character=(MinLODSize=256,MaxLODSize=2048,LODBias=0)
There should be a lot of lines all grouped together that look similar like these, probably 2 dozen in all. At the end of each line add ",NumStreamedMips=0" before the parenthesis. There's one line that probably already has that at the end, but it's set to 3. Just change it to 0. The lines should look like this afterwards:
	TEXTUREGROUP_World=(MinLODSize=256,MaxLODSize=256,LODBias=0,NumStreamedMips=0)
	TEXTUREGROUP_WorldNormalMap=(MinLODSize=256,MaxLODSize=256,LODBias=0,NumStreamedMips=0)
	TEXTUREGROUP_WorldSpecular=(MinLODSize=256,MaxLODSize=256,LODBias=0,NumStreamedMips=0)
	TEXTUREGROUP_Character=(MinLODSize=256,MaxLODSize=2048,LODBias=0,NumStreamedMips=0)
Finally, save the file and mark it as read-only so the game can't change it back to the default settings.
Do this for all of the different texturegroups. You're telling the engine that you don't want any mipmaps for these textures to be streamed in on the fly. There are other methods of doing this, but in my experience they keep the game from unloading unused textures between maps, so you'll run out of video memory after several games in a row. Regardless, this removed stuttering for me as the game wasn't constantly loading and unloading texture mipmaps.
Or you can just try the config I'm using. I've turned off some visual features I don't care for, but it's running well for me if you don't feel like editting settings yourself.